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SSSENHEN 


Speaking of finding your way around 

Tf you're a newbie, and are a little lost as to how the game actually plays despite my how-tos, you can watch the demonstrations that Platine 
Dispositif included with the game; just let the title screen be for 20 seconds or so, and each demo will run in turn for curious newbies: 

Demo #4: Demonstrates how to start playing; this long demonstration shows everything from the starting point to the first boss (which the demo 
defeats), showing viewers how to use each of the weapons available and how to use basic skills 

Demo #2: Demonstrates that you win some, you lose some; the demo fights valiantly against the Flame Tank, but loses. 

Demo #3:Demonstrates getting out of the White Section by using Reverse, and getting into the Red Section by placing the Red Gem on the 
altar. Ends after defeating one of the catgirls who charges at you 

Demo #4: А "maximum potential" type of demo; shows off the kind of stuff you'll have near the end of the game. The demo begins in the last 
Teal Section room, demonstrates how to use Beamwalking to climb the room, and demonstrates use of the Dynamite Body for transformation; 
this demo ends with a pumped-up Bunny fighting and defeating Halloween Alice (Teal Section's boss). 
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Basic Information 


"Bunny Must Die 4 Chelsea and the 7 Devils" is a platforming and exploration game created in 2006 by Platine 
Dispositif. It borrows elements from both "CastleVania: Symphony of the Night" and "Metroid," a subset many fans 
like to call "MetroidYania." You can play as two characters in this game; Bunny ("Bunny Must Die"), whose game 
focuses more on platforming and agility, having a wide variety of weaponry, and Chelsea ("Chelsea and the 7 Devils"), 
whose game must, first of all, be unlocked, and secondly, concentrates оп battle tactics and thinking outside the box 
(indeed, a game that should only be played after beating "Bunny Must Die"). In either event, you will discover 
extensions for your Life and ability gauges, and find equipment, both mandatory and optional, that will aid in your 
mobility or diversity, and battle bosses, 


Control Scheme 

Any of these are easily reassignable in the Control Config from the main menu if you don't like them, and the game 
does accept contraller input if you would prefer to use a controller (this author does). 

[Z]: Attack/Confirm 

[X]: Jump/Cancel 

[€]: Use Time Abilities (Bunny) / Switch Inventory Item (Chelsea) 

[P]: Pause 

[$]: Snapshot (Fun fact: if you stand still before taking а snapshot in Bunny's game, she'll pose for youl) 


Data Options 

After choosing which game to play from the main menu (at first, 
only "Bunny Must Die" is available), you'll be taken to the Load screen; if 
you һауе saved files, you can highlight them to see your progress, including 
map area explored and equipment acquired, To start a new game, confirm 
on а "No Data" slot, and you'll be asked to put іп а name. Options you can 
enact for a previously-saved game include "Load Game" to play, "Copy Data" 
to copy the file, or "Delete Бата" to delete it (in those last two cases, you'll 
be asked if you're sure, and as an extra precaution, you must actually hala! 
Up or Down to confirm "Yes" or "No"), There are four slots to save in for 
each game (which are counted separately), 





Changing Title Sereen 
One last little fun fact to point out before we truly get started; the game's title screen changes when you 
manage to clear a character's game for the first time; when you first start, Bunny's purple background will be 
displayed to signify the fact that hers is the only story currently available to play. Later on, when you beat "Bunny 
Must Die," the title screen changes to Chelsea over a blue background to indicate that you've unlocked her story for 
play. And finally, if you clear the game with Chelsea as well, the title screen's background changes one last time to 
Bunny and Chelsea side-by-side to indicate you've cleared both of their stories. 
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Elements Соттоп to Both "Bunny Must Die” and "Chelsea and the 7 Devils“ 
Though each of the girls' games plays differently, there are a few common elements that both share, 
Life & Ability Gouges 
Both characters have a Life gauge and a gauge measuring their ability capacity (for Bunny, it 
is a Time gauge; for Chelsea, it is a Жапа gauge). You start with 2 Life units and по 


Time(/Mana); any empty space you see to the right of a gauge represents extensions you | 
haven't yet picked up (shown: I'm still missing 2 extensions for each gauge for Bunny). Of 


course, your Life measures how much of a beating you're able to take before you die, and 
your ability gauge measures your capacity to use your character's special moves. 


@ Empty Vessels 
* These extend the Life gauge of either of our heroines. 


Golden Sands (Bunny) / Golden Soul Jewel (Chelsea) 

ሟ = * These will extend the Time gauge (Bunny) / Mana gauge (Chelsea). 
> Bunny receives a new Time ability with each new Hourglass she acquires; see Bunny's 
instructions for more details, Also, I do call those "Hounglasses" throughout the guide. 


Mana Obelisks (Save Points) 

As with any game of this type, saving your game by carving your memories into a Mana Obelisk on 
a regular basis із a must. If you're killed, you can reload a save from the last one you used, То 
save, stand near a Mana Obelisk, and crouch (press Down). 


Bronze Gates & Bronze Gate Switches 

These are present in both stories as well, Each character has their own way of getting through them; 
I'll elaborate more on these points in each character's individual instructions, but here's the basic 
gist: 

* Bunny must step on the switch to open nearby gate(s) on a timer; she must make it through while the 
gate is still open. (She has time-altering abilities to help with this; more on that in her instructions.) 
* Chelsea is too light to weigh down a switch, so she eventually finds a way to destray bronze gates. 
(Again, details in her instructions.) 


Gems & Totem Doors 

Blocking entry to major areas your character shouldn't visit yet are strange-looking totem 

doors, If you own the appropriate-colored gem, your character can gain entry. Again, 

both girls differ in how they use the gems (as well as finding them in different orders), Е A [e] 
> Note that in a proper run, if you enter the game's final area (Purple Section) properly, 


you must have all four color gems to proceed to the final bass and beat the game. 
* Bunny must place the gem in a nearby altar (it looks like a slot in the floor) to open the 
door, This means the gem will temporarily leave your inventory, so since there are multiple 


doors of each color in the game, make sure that once you're done with the area beyond a 
totem door, you come back to retrieve the gem so you can use it again somewhere else. 
* Chelsea knows how to harness the inner magical powers of the gems, so she has no need 
for the altars; instead, owning a gem enables her to desiray totem doors of that color. 


Dolls 

Hidden throughout each girl's game are Dolls. Though you do keep a save file, you can find and use Dolls as a 
form of retry; rather than being forced to reload a saved file, you can keep going. Bunny and Chelsea's games 
each have their own rules regarding exactly how Dolls are used and what happens when you do (explained in 
each girl's instructions). There are 23 Bunny can find, and there are 20 in Chelsea's game. (Shown: 5 Bunny 
Dolls.) 
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How to Play as Bunny 

Before you get started, it is best to take a while to familiarize yourself with Bunny's mindset, moves, and 
equipment. (Some of the game's areas are rather difficult if you don't have this knowledge.) Bunny's game plays 
more like CastleVania than Metroid; you'll bust torches to find weapons to switch to, and you'll explore and beat 
bosses to acquire equipment that will enhance your mobility and agility, which are the most important aspects of 
Bunny's game, Bunny does not start with all the fancy mobility Chelsea starts with, so she has a bit of a hard time at 
the beginning, but once you acquire some equipment, overall, Bunny's game becomes easier than a Chelsea run. 


Interch: ble Weapon 

Bunny's greatest versatility is her variety of available weaponry; you will begin with the SelfShooter 
Daggers, but if you destroy torches, you may discover another weapon to switch to CastleVania-style; if a boss proves 
too difficult with one weapon, all you need to do is recall somewhere you found a different weapon you think would 
work better and come back with it. You have five attack options, most of which also have a special attack you can 
perform by hitting the Attack button during a spin-jump. 


SelfShooter Daggers 


Your default weapon, these are daggers which you throw in 
а straight path, They don't home, are individually weak, and 
bounce harmlessly off walls and platforms, but they can be 
fired in seven directions (not straight down) and have a high 
rapid-fire rate, lending them reliability that makes them 
suitable for many situations. The spin-jump attack is a 
circular area-coverage spread. 








Ез Faust Samurai Optical Katana 


The short-range non-projectile weapon of choice 
(which, if you listen То the in-game voicing, Bunny 
fondly calls the "Light Sword"), this high-tech 
katana causes massive damage to anything caught 
in its swing arc, which is exemplified in its spin- 
jump attack, and the swing can go through walls 
and platforms so you can hit enemies standing 
close by on the other side, It looks like a 
lightsaber, and is actually nearly as useful; this 
makes it both an excellent choice for those who 
like melee weaponry, and many players' favorite 
weapon, 
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Basie Techniques 

Bunny starts the game with several fundamental techniques that will be пісе fo know about at the beginning, but 
will continue to prove extremely useful time and time again all the way through to the end of the game; some areas 
actually require relative mastery of one or тоге of these techniques. 


Bunny Hop 
A tiny bit of extra height is gained if you stand still before jumping (you can start holding a direction after you hit the 
Jump button), you сап use this to get to platforms a spin-jump doesn't quite reach. An important note to make is that you 


will “straightfall" when coming down from a Bunny Hop; you'll also straightfall if you walk off of a platform without 
Jumping first. 


Backdash 

Those who loved the CastleVania: Symphony of the Night quick-evasion technique will like the 
fact that it has returned in "Bunny Must Die." To perform а Backdash, hold Down and ከዙ 
Jump. Can optionally be comboed into a jump (the “Backdash Jump"). 





Stiletto Stomp 

Those stiletto heels are for more than just good looks: if you straightfall onto an enemy, projectile, 
or beam, Bunny will automatically pummel if with her heels. This lasts indefinitely, so long as you 
can stay centered оп your target and don't Таке damage from the side, 


Beamwalk 
You'll discover later on that you can (and later than that, mustin some places) use the Stiletto 
Stomp to carefully “walk,” іп a manner of speaking, on electric beams fired Бу turrets and tanks. 





Parry 

Much like some fighting games, if you hit a directional button a fraction of a 
second before you take damage, Bunny can parry it. This doesn't just work 
on obvious things like small projectiles; if you can time it properly, you'll 
discover that the rule is "if you can take damage from it, you can Parry it." 
This includes everything, including large fireballs (pictured), smashing 
weights, contact with enemies, beams (though those require several well-timed 
parries іп a row, lest you take damage from the rest of the beam), and even 
falling on spikes if you can react quickly enough, Remember that executing a 
parry in midair makes you bounce (including a falling-on-spikes parry). 














Equipment (Bunny) 


Throughout the course of her journey, our intrepid mostly-lupine adventurer will come across a bunch of 
equipment that will add mostly to her agility and mobility. Most are required for ease of travel, though there are 
technically ways of getting around without equipment (it's just a royal pain). In order of in-game appearance: 
ጩጨ. Gears to the Past 
| Î Time flows forward, never looking back: when you first start a new file as Bunny, she is facing left, and cannot 

look back (ta the right, in her case). Thankfully, this problem is quickly rectified: a few steps left of the 
starting point are the Gears, which allow Bunny to face (and move) right or left as you please, 


| | Itaden's Sandals 
af After clearing your first boss fight in the White Section (Devil's Junkyard), your reward is your first useful 
upgradel Itaden's Sandals enable the 3 following abilities: 


bash 
Bunny can now run. Double-tap (then hold) Left or Right to run in 
that direction. 





Long Jump 
Now that you're capable of running, you can now jump а 
greater distance as well; Dash, then Jump. Е 





Phoenix Kick 

If you hit Attack while Dashing, you'll execute the 
speedy Phoenix Kick, This can also drift up or down 
(Rising or Falling Phoenix Kick) as desired, 


Hyper Heels 


Optional, but if you find these reinforced heels, life will be made a little easier: 
Torch Step 
You'll now be able to use the Stiletto Stomp to destroy and bounce off of torches, 
Stiletto Stomp Ly 2 
You'll now do more damage to enemies when you Stiletto Stomp them on the head, 








| Or N's Bizarre Shoes 

| These spring-loaded sneakers will allow you to begin your wall-climbing ventures. 
Wall Kick 
The basis of wallelimbing. Jump such that Bunny is against a wall, facing it, and hit 
Титр (you don't have to hold the direction of the wall, though you can if you like). The 
most basic use is to gain extra jump height, though it can (and will) also be used to climb 
narrow vertical corridors, alternating kicks between walls, 
Wall Climb 
You don't #ave to have two walls closeby in order to climb, though; Титр against а wall 
(make sure you're facing it), then quickly alternate the Jump button with the direction 
the wall is in. If you do it correctly, Bunny will scale that one wall without needing help 
from another one. 


፲| Dynamite Body 
2 Another optional item you don't һауе to get, but you're sure to like, 

Bountiful Bunny Transformation 

Once you acquire the Dynamite Body, you can transform to or from by holding 
Bown and hitting the Time button; what this does is, you gain extra attack and 
defense at the cost of becoming heavier; you can't run as fast or jump as high, r] 
and if you jump on a thin floor, it breaks, Thus, going Bountiful or remaining 7. 
іпегі сап Бе a tactical decision. 
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Time Abilities 
For each Hourglass you find, you will earn a Tune gauge extension and anew Time Ability 





4 Bunny refills the Time gauge by collecting time gems; these are found іп torches and enemies, You won't need 

to go out of your way to collect them; they come ta you when they appear, 

Pause 

(Requires 1 Hourglass) 

The moment you have a Time gauge, you're allowed to start using Pause (also known as Stop). To use Pause, tap the Time 
button to turn it on, and tap it again to turn it off. The Time gauge will slowly decrease as you use the ability. Pause is 
generally used for extra thinking time during battles, as it works on nearly everything, including not only regular enemies 
and platforms, but projectiles and even bosses as well. 

= Turning Pause on or off switches the status of Time Borriers. 

> Note that there are some special platforms and enemies very late in the game that are immune to being Paused. 

Reverse 

(Requires 2 Hourglaszes) 

Önce you have two Hourglasses in your possession, you can start reversing time (also known as Rewind). To use 

Reverse, hold the Time button. You won't be able to rewind much when you first get the ability, but as you earn more 
Time gauge extensions, you'll start being able to rewind really far back. Reverse is the ability of choice for Bunny 
when it comes to the timer on bronze gates that she can't possibly make it through within their normal time limit; hit the 
switch, make it to the gate as fast as you can despite the fact that it'll be closed when you get there, then stand right 
next to it and rewind as far back as necessary to reopen the gate. Reverse also has practical applications other than 
gates, it can make enemies go backward and make platforms reverse course as well, 

Recall 

(Requires 3 Hourglaszer) 

Your third Hourglass sees to it that you can have a second chance when you die: Recall enables usage of the Dolls you've 
probably/hopefully been collecting. After you die, you can how hit the Time button to use a Doll, This resets everything 
in the room back to the way it was when you entered: enemies, blocks, platforms, gates, and Bunny herself, who will have 
whatever amounts of Life and Time she had when she entered the room, 
Eternal 

(Requires 4 Hourglaszes) 

Once you've got four Hourglasses, you basically level up your Pause ability: using Pause no longer gradually 

depletes the Time gauge. Instead, turning it on costs a small, set amount of Time, and it now lasts as long as you 

darn well want (which is а Auge convenience іп some places). Only damage depletes it now. 

Booster 

(Requires 5 Hourglasser) 

Acguisition of your fifth Hourglass will grant you what is quite probably the most useful ability you could ask for 
during a boss fight - what one would probably more likely call "Slow" does exactly that: it slows down everything, 
including yourself, so you can react better and move more precisely, To use slow-mo, tap the Time button while 

Dashing (just hit it again to turn it off). The Time gauge drains slowly while you spend time in slow-mo (though you 

can, of course, refill it by busting things, adding to your slow-mo time). 

> The Bountiful Bunny transformation will now also start actually costing you a small, set amount of Time. 

Recovery 

(Requires 6 Hourglassc=) 


They say that time heals all wounds; once you get your paws on your sixth Hourglass, you'll discover they're 
right. Hold Up and the Time button together to have Bunny focus: she will restore her Life gauge at the cost 
of Time, The pracess is gradual, so you can heal as little or as much as you like; the only thing to worry 
about is the fact that while she's concentrating on healing, Bunny cannot do anything else, so just make sure 
you have a good open spot if you have a lot of healing to do. 

Alternative 


(Requires 7 Hourglazces) 
You need 7 Hourglasses so Bunny can use this story-based ability at the end of her game, 

















Walkthrough: Bunny Must Die 


Welcome to my guide to "Bunny Must Die." I am your humble author, Ace Of Hearts, and I will be guiding you 
through a complete run of Bunny's game, "Bunny Must Die." (That's the point, isn't it?) I'll be guiding you step-by- 
step, allthe way from your first steps in the White Section, through to fighting bosses and helping you find equipment 
and Life/Time gauge extensions, so that when the time comes, you'll have all the knowledge, skills, and equipment 
necessary to evade and survive the entire way through the final boss battle, I am assuming you've read Bunny's How 
to Play section and will know how to perform a move when I mention one. 


Without further ado, let's get started! 


Objective 1 Defeat El Bobombor and Acquire Ttoden's Sandals 


Devil's Junkyard (White Section) 

Well, that is your first real objective, but, of course, first things first. When you first begin, you won't be 
able to face or move to the right; to resolve this issue, walk to your left, jump over the uneven ground, and acquire 
the Gears to the Past (if you somehow miss your jump to grab the Gears, you can try again without facing right; you 
сап still move rightward during a jump). If you've never played before, now is an excellent time to get acquainted 
with using your weaponry; fire off a few daggers, practicing throwing them in all directions (you'll be aiming at 
upward angles a lot). 


Once you've got that down pat, Т recommend hitting the switch to your left and heading through the bronze 
gate to the next screen to pick up the Empty Vessel (this already makes 3/10 if you count the 2 uints of Life you 
start with, plus this extension) for your first Life gauge extension, Ignore the bronze gate and its switch in this room 
for now; the timer із 1 second and you don't have any time abilities to get through it with yet. 


Head back to the starting room if you did that, and continue on to your right. A brown block wall bars your 
progress; fire your daggers at it to break it. Jump onto the platform with the mana obelisk and save your game for 
the first time. Continue to the right, heading into the next room. 


Here you'll see your first enemies; floating pumpquiches are among the most prevalent enemies іп the game. 
These shoot fireballs at you, but those don't do much damage (and they can be Parried or destroyed by your 
projectiles). Continue through the room, defeating two or three pumpquiches until you can see the first Hourglass 
(1/10); grab that to дат access to the Time gauge and your first time ability, Pause. A bit further to the right is the 
next mana obelisk; save again, because you must now take a platform across spikes (you'll see a Doll above; you'll 
need at least Itaden's Sandals to get that, so ignore it for now). This probably won't be too hard to do, but if you 
fall in, Bunny doesn't yet have enough Life to survive a hit from spikes, and will be killed. Once you're across, if you 
destroy the torch above the ledge, you'll discover your first alternate weapon, which I recommend switching to; grab 
ир the optical katana and head into the next room. 


You're now in the game's first vertical room. ፲የ you were to head upward, you'd discover a blue totem door 
you can't yet open and a leap to a door on the left you can't yet make; both of these are things you will be doing 
later, so for now, ignore everything above your entry point and head downward, destroying the brown block floor 
underneath you (if you have the daggers, fire them at a downward angle, or do a spin-jump attack; if you have the 
optical katana, jump, then attack when you're on your way back down). Make your way to the bottom, defeating any 
pumpquiches that get in your way. Once again you'll see some stuff you can't get past on the right (a bronze gate 
with no switch and а red totem door), so your only option із to head in the door to the left. 


One of the torches іп the save room contains the daggers if you wanna switch back (Т wouldn't), and make 
sure you save: this small save room should be an indication that in the next room is your first boss fight! 


: 


Must Die 























White Section Boss 1: El Bobomboi 

As mentioned before, make sure you save in the save room before 
facing off with your first boss. For this fight ፲ recommend bringing the 
optical katana; it can easily slice through her blue fireballs (single shot to 
the right) and causes massive damage to her as well (upper-right), If you 
brought the daggers, you'll have to stay at a bit of a distance and fire at 
an angle (upper-left) or take a risk and stand directly below her to fire 
straight up. Use Pause if you must (which can be particularly useful later 
on in ће fight). After awhile, she'll start changing things up a bit; she'll @ 
start charging you (jump over her if she flies in low, or just stand there if 
she zooms over your head). 
She'll also start zooming high 
up near the ceiling, dropping 
fireballs straight down; stand 
between these, She will also 
come down for a moment now 
and then to fire off large red 
fireballs; these will hurt a lot 
if they hit you, so either jump 
over them, use Pause and jump 
over her, or if your timing is 
good, you can Parry them 
(lower-left), Overall, battling 
Bobomdoi with the katana is 
far faster and easier, though 
it can be done by dagger or 
boomerang users with some 
patience. Once you empty her 
life gauge, she'll go up ina 
huge explosion, and Bunny will 
declare victory (that's how 
you know a boss fight is 
completely over), 
















Advance to the next room (there aren't any enemies in there, or I'd tell you to go back and save), and pick up 
Itaden's Sandals. You'll notice the bronze gate slammed shut behind you when you entered, and the switch is only 3 
seconds; this is too little time to walk, so you're forced to try out your new ability immediately: hit the switch, then 
dash to the right to make it through the gate before its timer expires; continue through the boss room, back to the save 
room, and save your victory and recent acquisition. 


Objective 2: Defeat the Flame Tank and Acquire the Incandescent (Red) Gem 


White Section 

Now that you have the ability to run, you can also perform long jumps, so you're now making that previously- 
mentioned leap. бо a Bunny Hop to get out of the save room and head back to the vertical room. Make your way to the 
very top, using necessary platforms as you go. When you get to the Тор, carefully take out the laser tank, then dash 
across the top platform and perform a long jump to get to the other side; enter the next room. 


























You'll now be in а room with electric barriers. If you read the sign, it will tell you that some traps act 
differently when you alter time. Using this hint, turn on Pause: the barriers become inert while time is paused. Dash 
through before you run out of Time, and turn Pause back off again. Enter the next room. 


Another vertical room, with more tanks firing at you. Carefully take these out on your way up to the mana 
obelisk, where you should absolutely save; another boss is in the next room. Due to the nature of the fight, I highly 
recommend breaking the torch on the left side of the obelisk and getting the boomerangs. You'll see why. 


White Section Boss 2: Flame Tank Pyoa Аааа 

When you first enter the room and cross the first sensor, you'll 
notice an electric barrier activates (first screenie); smart players will 
linger a moment to see what happens, and will notice it turns back off by 
itself after a few moments. This is important knowledge for this battle. 


If you've got the Blackwing Boomerangs, this fight will still take a ğ ae! 
bit (it's a boss, after all), but will be incredibly easy; if you aim at a slight 
upward angle and keep firing (second screenie), your boomerangs will 
destroy most of the flame-bullets that would hurt you, and you can, for the 
most part, just stand in one place and pound the crap out of the tank in this 
manner until it blows up; make sure you parry or otherwise somehow evade 
the big red fireballs; those will hurt badly if they hit you. 


If you brought the katana, you can enact a different kind of tack; 
get close, slice at the tank a few times, then use Pause to disable the 
electric barrier you probably activated during your approach. This 
requires decent timing and wise Time usage on your part, though, and will 
cost you dearly if you don't perform properly or run out of Time, The 
katana can also go through the electric barriers, so if you retreat and trip 
one, and the boss approaches it, you can swing it through the barrier and 
cause damage without getting harmed yourself. 


You'd probably have an easier time with the daggers than the 
katana, because you can fire from a rather long range, though they're 
weaker and won't destroy very many flame-bullets, so you'll be running 
around to find safe spots a lot, making the battle take longer. 


Tripping the electric barrier sensors can be an important part of 
the battle if you need to retreat or brought the daggers; projectile 
weapons - including the boss's flame-bullets - cannot go through them 
(third screenie), so you can find a moment to take a breather, repositioning 
yourself so that when the barrier goes back down on its own, you're in а. 
good position to renew your assault. 





Go back to the previous room and save before heading into the reward room; it would suck if you killed the 
boss, then was killed yourself by the weights crushing you. Pass under the weights when they rise (use Pause if the 
| timing is difficult), and claim the Incandescent (Red) Gem. Head back out of the room, back through the boss room, 
| and save again at the mana obelisk. 
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Objective 3 Defeat Мико Do Moron and Acquire the Abyssal (Blue) Gem 





White Section 

Guess what? Now that you have one of the four Gems in your possession, it's time to head out of the White 
Section, aka the newbies' section, and get into the real meat of the game. From the тапа obelisk you just saved at, 
drop back down to the bottom of the room and head back out the door on the right; proceed back through the electric 
trap room into the next vertical room on the right, and drop all the way to the bottom of that one as well, breaking all 
the brown floor blocks that get in your way. 


See the red totem door? Now that you have the Red Gem, place it on the altar (floor slot) nearby by crouching 
over it, and the door disappears. Head through to the next room to pick up your next Hourglass (2/10) and gain the 
Reverse ability. 


Backtrack to the previous room (don't forget to reclaim your Red Gem - you'll need it again very soon!), and 
head back up and to the left, heading through the room that has the spikes with the moving platform (you can pick up 
the Doll in that room now; get on the platform and perform a long jump), back to the room where you started the game; 
save in that room, since you'll now be going new places. 


Head to the room on the left (where you picked up your first Empty Vessel), and step on the switch; quickly 
dash over to the left and jump the spikes, ending up at the bronze gate, which will be closed by now; immediately push 
and hold the Time button to Rewind, which will reopen the gate; proceed through, jump the next spike pit (that torch 
contains Roppongi Missiles if you're interested and can time it right), and head into the next room. 














Forbidden Cottome Plont (Red Section) 


1'd imagine Bunny wants to blow this place up, as it was a place similar to this that blew up and caused her to 
grow her cat ears, And as a matter of fact, at the least, you've come here for some vengeance (as well as one of the 
four Gems), 


You'll see your first beam tank here; this is an excellent time to try practicing the Beamwalk, as you'll need to 
master it later. Leap across the lava to the mana obelisk, and proceed left into the vertical room. 


In the really tall vertical room, proceed carefully down; walls that don't provide enough room for Bunny to go 
under are partially destructible using a weapon or a Phoenix Kick, About halfway down is another mana obelisk; from 
there, you should be able to spot a brown block wall to the left; the wall behind it is fake: there is a secret room 
containing an Empty Vessel (5/10). 
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Тһе next room із basically а giant spike рїї, over which moving platforms float; carefully make your way over 
and into the next room, where you'll easily acquire Dr. N's Bizarre Shoes, 


From there, head into the spike pit platform room, but don't go far; part of the purple flooring underneath you 
is destructible, and you'll end up falling into a long, vertical room. Make your way slowly down, and you'll end up 
back in the starting room in White Section. Save at the mana obelisk. 


White Section 


Well, we're back in the White Section, but as it's a gateway to several other sections, that's to be expected. 
If you followed this guide, your Blue Gem is still sitting on an altar in the Green Section, and you need it again now, 
so go get it back from the top of the Green Section's first vertical room, then return here. I'll wait, 


With the Blue Gem in tow, beginning from the starting room again, head to the right, going through the room 
where you picked up the first Hourglass, heading for the vertical room beyond it. Head upward, but don't go the 
whole way up; you want the blue totem door on the right. Place the Blue Gem on the altar, and enter, 


Fools' Abbey (Blue Section) 

This is where the "fun" really starts. On the far right side of the room is a branze gate, but the switch is 
below it, and worse, the path from the switch to the gate involves heading back to the left, turning around, and 
jumping the platforms. It also doesn't help that there are mud zombies on the bottom and floating pumpquiches up top. 
You can eliminate the pumpquiches, but the mud zombies are a different matter. Here's how you solve this little 
puzzle. First, hit the switch. Then, get off of it and immediately perform а long Phoenix Kick through any mud 
zombies to the left side of the room, Jump up onto the left ledge, turn around, and perform а multi-long-jump to the 
gate (continue holding the Jump button after your initial jump). If you were just a little bit slow, Rewind a bit while 
standing on the last platform to reopen the gate, Proceed to the next room. 


The next room is a pain until you understand how it works. Carefully jump onto the platform to cross the spike 
pit and get to the other side. The globe you are now standing next to is a Time Refill Station (the only one in the 
game, actually), and you might need it for this puzzle if you screw it up. Whack it repeatedly with any attack to 
receive time fragments to refill the Time gauge, The grey walls that you see (and their transparent blue equivalent) 
are Time Barriers, and turning your Pause ability on and off switches the status of these barriers (solid vs. pass- 
through). Compounding the solvability of this puzzle are spinning beam turrets, which you'll need to carefully pass by 
on the way up. At the top of the room is a secret switch hidden behind a brick pile; if you have enough Time left for a 
short Rewind, you can hit this switch and climb the left wall to the the bronze gate to get an Empty Vessel (7/10) 
from the secret room. Other than that, use Pause so that the time barrier blocking access to the next room on the right 
turns off, and enter. 


You'll immediately be greeted by a beam tank in a low-ceiling section - good luck if you haven't got the 
Beamwalk figured out by now, After getting by that, you'll discover this room is a giant gate puzzle. Ignore the 
switch in the alcove to the lower-right though; it's a fake that activates for only a split-second. Instead, destroy the 
turrets on the ledge and hit ай switch; everything in the room will open for 9 seconds. First of all, make your way to 
the mana obelisk and save (there's another switch hidden in the floor to its left), second of all, get through enough 
gates that you end up at the top of the room. Proceed across the top using the moving platform; on the other side is a 
time rabbit. If you try to go into the next room without destroying him, he'll put you back at the beginning of this 
room. The only weapon that can do that is the Spike Hammer, and there's one in the torch directly underneath him. 
Blow him up and move on to the next room. 
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After battling Flash, you can proceed to the next room; there's an unguarded mana obelisk to save at there. 
From here, I would not recommend going up quite yet, though you could if you wanted; the Teal Section is up there, 


and though you're going soon enough, I'm guessing you'd like a little more Life before you tackle all those minibosses. 
Head downward; [የ you have the Hyper Heels, there is a room to the right where you can use the Torch Step to 
acquire an Empty Vessel (8/10), though it requires good timing: enter the room already Dashing, then start holding the 
Jump button after you run off the entry platform; if your timing was good, you'll bounce high off the first torch, 
completely miss the second one, bounce off the third, and plow right into the item. Do the same thing again in reverse 
using the second torch to get back out of the room. Once you're at the lowest point in the vertical room, you'll find а 
passage on your left that will take you into the Yellow Section. 

















፲ recommend going back up and saving real quick before doing what you're about То do, though it's your call. 
Head through the light-sensitive bronze gate, and stand where the little grey indicator is; you'll drop through the 
floor on a small platform into a room where someone's apparently been living (they're Iying on the ground sleeping 
after having apparently been watching TV, though how they could possibly Jive in a place like the Dark King's Lair is 
beyond me). Take a screenshot for posterity if you like, then proceed to the right, into the next room. 


Right after entering the bottom tier of this room, you should hear a stampede, and will probably become very, 
very nervous. You'd be right; you're about to be accosted by the million-man march of male rabbits. There are two 
possible ways to deal with the stampede; if you have some skill, you can Stiletto Stomp the first one that crosses your 
path, and you'll bounce off everyone's heads (though be quick about leaving - another stampede comes from the left). 
The other way is easier, but consumes some Time: the moment you see them, start holding the Time button to Rewind - 
they'll run backwards right back out of the room (and you'll probably laugh). 


In the next room, I actually wouldn't recommend turning the light button on; if you do (which turns on the 
lights in this area), you'll start seeing chibi grass heads; if these get too close to you, they explode, causing tons of 
damage (they also explode if you kill them with a short-range weapon, meaning the optical katana or the Spike 
Hammer). If you make your way down to the bottom of this room, you'll see a blue totem door, Smart players will 
notice two things wrong with this picture: one, you don't currently Aave the Blue Gem on you (it's still on an altar in 
the White Section, holding open the Blue Section entrance), and two, he altar is an the other side af the daar, What 
can you do...» There's nothing you сал do; for story purposes, you're to give up and figure that you'll think of 
something else. Head back to the top of the room, hit the gate switch on the right side, wall jump back up and head 
through the gate at the top-left, 


In the previous room's top tier, you'll find a Doll just sitting there. Grab that, then attempt to proceed to the 
left: you'll hear a strange sound, time will stop momentarily, and the screen will shake. Make no mistake: this is not a 
glitch - something majar has happened: A time distortion has been created. Story-wise, this time distortion is the most 
important single occurrence in the game. Stop right where you are, and take a moment to look at your map right this 
second: there is now a huge, glowing purple dot in the White Section's first boss room, where El Bobomboi was. This 
is the source of the distortion; you need to take care of it as soon as possible, but not right this second; you still have 
a Yellow Gem to find, Something's surely happened other than the appearance of the distortion, so we're going to 
check that room we were just іп again, Since you can't backtrack directly (as the bronze gate closed behind you 
when you entered), you'll have to head left through the gate, hit the light button, and head back into the section's 
first vertical room (I recommend saving here); do the whole thing with dropping down, entering the sleeper's TV room 
and getting past the male rabbit stampede again to get back to the next room. 


Head to the bottom again ta see if anything changed; it did - the blue totem door is now gone; Chelsea has 
apparently blown it up (how nice of herl). Proceed to the next room, 


Dash and long-jump across the platforms in this room, being careful not to fall into the large spike pit below. 
If you turned оп the switch in the previous room that I told you not to turn on. you'll have to deal with the chibi grass 
heads in here, which makes this room even worse than it already is; when you try to long-jump to a platform, you'll 
probably land right next to one, it will blow up in your face, and you'll probably get knocked into the spike pit for 
even mare damage; па? fun (though on the other hand, turning on all the switches in the Yellow and Blue sections opens 
up a secret room in the Green Section's vertical fall room where you can pick up a doll, so..your choice). There's a 
mana obelisk halfway across; I recommend using it. Proceed to the left, turning on another button. A long jump's 
maximum distance will just barely make that last gap from the floating platform; proceed to the next room. 


In this next vertical room, you'll immediately see an exit to your left; this is a shortcut that goes back to the 
White Section, We will be using it in a bit, after we get what we came here for, You'll also see a mana obelisk; you 
can save if you'd like. Drop down to the bottom of the room, hit the button, and walk through the door to the right. 











Yellow Section Boss Room 
When you enter the room, it appears large and ominous, and іп a 
place like this, you'd be expecting a really difficult boss, yes? Guess 
what? Take a few steps into the room, and Bunny will note that though it 
feels like something should live here, she doesn't see anything. Walk іп a 
bit further, and you'll discover that she's right: save for some torches, the 
room is indeed completely empty. It might be puzzling at first, but smart 3 
players will work out in their head what's going on between here and the 
time distortion that occurred earlier - there із no Yellow Section boss 
for Bunny because Chelsea has already killed it!! Take a moment to 


a 
thank Chelsea, and just walk right through to the next room. - 
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Turn on the light button and save at the mana obelisk, Drop down to the bottom; if you destroy all the torches 
in the bottom section and make it dark, a dark-sensitive bronze gate will open for you; go into the secret room to pick 
up the final Empty Vessel (10/10) - if you've followed my guide, your Life gauge is now maxed outl! 


Head out from there and into the room on the right. Jump over the lava pit and grab the Unicorn's (Yellow) 
| Gem. Exit this room, head back up to the top of the vertical room, and save at the mana obelisk. 


Objective 6 Investigate the Time Distortion 





| Yellow Section 

Well, your next objective was going to be to get the Green Gem, but since Chelsea has interfered with your 
adventure, it's time to see what's going on. With the Yellow Gem in hand, head back through the boss room and back 
up the vertical room; save at the mana obelisk and exit to the left. 





White Section 

Go past the four-way beam turret to the left, Phoenix Kick through the wall, and enter the secret passage. 
Jump up into the alcove on the right; the ceiling here is fake. Jump through it to go to the next room, Destroy the 
turret and the tank here, and jump to the room's exit on the left. 


In the next room, hit the switch and go through the bronze gate; you'll fall into a room full of flame turrets 
and automated soldiers; use Pause if you need to, and eliminate these, heading up the left side of the room (heading 
downward would bring you to a green totem door; this is the formal entrance to the game's final area, Purple Section, 
and you don't have the Green Gem yet). At the top, above the last automated soldier, destroy the fake ceiling/floor, 
jump through it, and jump to the top tier of the room you just enetered, exiting left. 


You should recognize this room by now (and the fact that you apparently just walked through a blown-up 
bronze gate that Chelsea destroyed). Go left and save in the save room, then head into the boss room. 


Here, you will find the source of the time distortion, which looks 
like а giant purple clack (see the screenshot). Stand right aver it and hit 
the Time button. You'll see a short flashback where Chelsea is 
investigating the same room, wondering why the boss isn't present; it looks 
like she had the same predicament there that you did in the Yellow Section 
with the boss not showing up. Investigating the time distortion causes it to 
disappear from your map and opens up some hidden secrets you can now go 
after, Head back into the save room and use the mana obelisk to save your 
game; we're about to discuss your sidequest options for the first time, and 
let you know where you stand, 





























Side Venture Time (#1) If you've been following this guide, at this point your Life gauge is maxed out and 
you һауе 4 Time gauge units; you'll likely note it's been a while since you last picked up an Hourglass (because you 
really couldn't), and there's still a non-Gem slot on your inventory bar to fill, Your next objective awaits you in the 
Teal Section, which is rather difficult, so you probably want as much stuff as possible before you head up there. 
With the Yellow Gem in hand, now is a great time to take care of the following things; head back to the mana obelisk 
you're at (near the White Section's first boss room) when you're finished with these. 


* If you don't have the Hyper Heels yet despite the fact that you've now had 2 distinct opportunities to do so, you're 

missing 2 Empty Vessels that you're probably really wishing you had (meaning your max Life is В units). You should go 

get them from the Green Section and acquire the 2 Empty Vessels you're missing. 

* If you climb the Green Section skylight you ignored earlier (this requires the Blue Gem, зо go reclaim it if you're 

going to do this), you'll find a linear area where, beyond a yellow totem door, if you pass a Time gauge management 

test involving a gate puzzle, you can acquire the Dynamite Body. 

* In the Yellow Section, there was a yellow totem door that you previously had to ignore because you didn't have the 
ገ Yellow Gem. If you bother to go through the Blue Section again, you can get back to this door, where you'll find an 
interesting room where you'll find dolphins who shootfireballs at you. If you check the far right side of the room, 
you'll spot the Hourglass behind a closed bronze gate that seems to have no switch, Head out of the room, back to the 
vertical room, and go back to the secret button above the mana obelisk you might have pressed earlier: turn it off, 
Turning it off allows the bronze gate in the dolphin room to open on a one-second timer; enter the room, make it to the 
platform in front of the gate as quickly as possible (you can use the same method you did in the room where you used 
the Torch Step to get an Empty Vessel), and Rewind as far back as necessary to reopen the gate and claim the 
Hourglass (5/10); you'll learn Booster, which allows you to slow everything down for precision movement. 






Objective 7: Acquire the Good Harvest (Green) Gem 


White Section 

Your next objective awaits you in the most difficult area of the дате. From the save point next to the White 
Section boss room, head out to the right, and a good way up the vertical room; go through the blue totem door (place 
the Gem on the altar again if you reclaimed it for a side quest) and into the Blue Section. 
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Blue Section 
On your way back to the White Section from here, in the large gate puzzle room is a green totem door you 


couldn't open previously; there's an Hourglass (7/10) in here. If you haven't skipped any, this is the last hourglass you 
must have ta beat the game properly, Make your way back down and left, exiting the Blue Section. 


White Section 
Remember to reclaim your Blue Gem; head back to the small save room next to the White Section's first boss 


room (all the way down and left one room); save at the mana obelisi 











White Section 


Head out to the right. Ignore the red totem door (you need all four Gems, remember?), instead heading through 
the gate Chelsea blew up. In the next room, destroy the destructible floor section and carefully head downward, 


destroying anything that threatens to block your path or blow you up. At the bottom of this room is a green totem door 
- the first of the final four totem doors. If you're ready, place the Gem and head on in. 









































İtem Checklist (Bunny) 


Empty Vessels 

#1 You start with this one as part of your two initial units of Life, 

#2. You start with this one as part of your two initial units of Life, 

#3. [White Section] In the room directly to the left of the starting point. 

#4 [Green Section] In the first save room; head left and break the brown brick wall. 

#5 [Red Section] Left of the save point in the first vertical room on the left side of the Red Section is a brown block 
wall guarding a false wall. There's a secret room in there, which is where you'll find ዘ. 

#6. [Green Section] In the second vertical room with the vertically-moving platforms, there is a seemingly useless 
ledge on the left; there is a fake wall there, which takes you to the room where the item awaits, 

#7 [Blue Section] In the first vertical room with the time barriers there is а concealed switch at the top-right behind 
a brick pile; hit that, wall-climb the left wall, and head in to claim it. 

#8 [Blue Section] In the vertical room to the right of Flash's room, there is а room to the right containing а spike pit 
and three torches. The Hyper Heels are required to do the Torch Step to get up there. 

#9 [Yellow Section] To the left of the yellow totem door is a large square room; clear out all the enemies, hit the 
hidden switch in the alcove, and race to the gate. Getting it requires the Hyper Heels for the Torch Step. 

#10 [Yellow Section] To the left of the room where you got the Yellow Gem; destroy all the torches in the lower 
section of the vertical room, and if it's dark enough, the dark-sensitive gate will open and let you in to get it. 


Hourglasses 
#1. [White Section] Under a ledge in the room to the right of the starting point. 


#2. [White Section] In the first vertical room із а red totem door. It's behind that, 

#3 [Red Section] In the large square room after Kitty in the upper-right corner; destroy the beam turret. 

#4 [Green Section] In the first vertical room, above the halfway point on the right is a destructible section of wall; 
if you can handle some spikes and moving platforms with good Time management, it's yours, 

#5 [Yellow Section] Past the yellow totem door; race over to the gate (the secret button must be off). 

#6 [Teal Section] In the second vertical room, part of the floor under the sword bunny is destructible, Fall in there, 
walk through the wall on the right. If you survive the initial fall onto the spike pit, you сап climb to its ledge. 

#7. [Blue Section] Behind the green totem door іп the large gate puzzle room. 

#8 [Red Section] In the vertical room on the right side, near the mana obelisk, is a green totem door. If you manage 
Time wisely, you'll make it over to it. 

#9 [Purple Section] In the second elevator shaft is a switch to the left and a bronze gate to the right. Get іп there, 
and some very tricky jumping can get you this one. 

#19 [Red Section] In the secret passage to the Purple Section, If you've done certain things correctly, at some point 
Chelsea may blow this gate up, and you'll be able to get it from ће Red Section side; if not, get there from the Purple 
Section's side of the passage, 














How to Play as Chelsea 


If you cleared "Bunny Must Die" with 7 or more Hourglasses, you'll unlock Chelsea's story, "Chelsea and the 7 
Devils," for play, However, you shouldn't just jump right in: Chelsea plays war/ds differently from Bunny, Chelsea 
doesn't have Bunny's agility (though she dues have more mabiliry early on; more on that in а bit); however, she's not as 
good at combat; where Bunny would get up in an enemy's face with the katana or find one of several good places in a 
room to fire projectiles from at any angle, Chelsea's attack options are pretty much limited to her upgradeable normal 
shot, which can't be angled, Thus, you'll have an easier time getting around to explore, but fewer choices and a harder 
time when doing combat; you'll have to either find a really good platform to stand on or get out the Ladder to position 
yourself vertically. However, those who are playing as Chelsea for the first time will note that she doesn't take any 
crap; rather than solving puzzles properly, she either completely bypasses them, ог blows them up instead. Thus, her 
game plays more like Metroid; thinking "where's the switch?" or "how should I proceed?" will frustrate Chelsea players 
to по end; instead, ask yourself "where do I get the piece of equipment that lets me blow that up?" Chelsea does not 
have anywhere near the variety Bunny does; this makes her easier to play on paper, but harder in actuality. 


Upgradeable Basic Shot 
Аз Grenades and the Wrath of God are both limited to your Mana supply, this is generally Chelsea's only real 


offensive option. You start the game with just one straight shot, but for every boss you defeat, Chelsea will receive 
some kind of upgrade for her basic shot, As you do get spreads later, you cannot choose angles in which to aim. 
Chelsea has three different firing speeds for her three stances; her rapid-fire rate is fastest while crouching or 
holding on to her Ladder (where she knows she's well-grounded), a bit slower standing, and slower still in midair. 






As you can see here, you'll start with a 
basic forward shot (above), but as you defeat 
bosses, Chelsea's shots grow in number, as well 
as gaining more spread, length, and speed, 
progressing from one, to two, three (upper- 
right), then finally a five-bullet spread (right) 
near the end of the game, opening up her 
attack options a bit. 


Dell Usage 


Chelsea does not require any special skills as a prerequisite for using Dolls; she can use them anytime 
from the moment you pick up your first one. Also, the way Chelsea's doll usage works is, if you've got one 
when you die, she uses it automatically. However, since it's automatic, you get по say in the matter, so if 
you're trying to save some Dolls for later, but end up dead and are concerned over the loss of the Doll, reload 
а previous save and try what you're working on again, 








29 




















Basic Techniques (Chelsea) 
Chelsea, too, starts the game with a basic skill set. However, only two overlap with Bunny; the rest are unique 
to Chelsea, so make sure you take a moment to familiarize yourself with what sets her apart. 


Elf Jump 
Basically, this is exactly the same as a Bunny Нор; you gain a bit of extra height to your jump if you stand still 
before jumping, and it results in a straightfall, same as with Bunny. 


Float 

Chelsea holds two things aver Bunny's head, and this із 
one of them. If you perform an Elf Jump, and continue 
holding the Jump button, Chelsea will use her elf magic to 
slowly float back down to the ground. This is used in 
places where Bunny would have used the Long Jump, and 
since you have it right off the bat, you can get to some 
places much sooner than Bunny was able to, 





Clog Stomp 
Chelsea too can use the Stiletto Stomp, except she's able to do it because she wears clogs. Straightfall onto an 
enemy, and Chelsea will pummel their head with her clogs. 


Fire Straight Down 

This is the other thing that Chelsea really holds over Bunny's head: in midair, Chelsea can fire straight down. This 
may seem innocuous at first, but it's actually very important to note, since Chelsea has different means of going 
places than Bunny does. 


Explosion 

Tf you perform a spin-jump, keep holding the direction you're headed in, and hit the 
Attack button in midair, Chelsea will perform some explosion magic for you, which deals 
tons of damage and has a helpful kickback so you can put a little distance between 
yourself and the target you were just right next to. Your alternative later on would be a 
Grenade, but I can name four good reasons why Explosion is better: 1) Grenades cost a 
Жапа point, 2) Grenades cannot be performed in midair, 3) Grenades cannot be thrown or 
done from anywhere other than right next to an enemy, and 4) Grenades don't have a 
kickback; thus, Grenades are clearly better-suited for blowing up bronze gates. So, why 
bother fighting an enemy with a Grenade when you have this? 

















Equipment (Chelsea) 


Just like Bunny does, Chelsea will also discover equipment, though in her case, it mostly adds to her versatility 
and helps to appease her evident sadistic need to blow things up. 


= Some of Chelsea's equipment requires тапа to use, For each Golden Soul Jewel you find, you gain a Mana 
Ж] gauge extension. 


То refill the Mana gauge, Chelsea requires mana crystals. These are in any torches that once contained 
¿ZA weaponry when you played as Bunny. 


Magic Ladder 

Your reward for clearing the first boss fight in the White Section. Don't knock it just 
because you figure "it's just a ladder;* this is actually Chelsea's single most important 
piece of equipment. Hit Up + Attack to generate the ladder, which shoots upward to its 
maximum height, which you see in this screenshot. You can only have one ladder 
onscreen at a time, so to reclaim it for another use, stand touching the ladder and ከዙ 
Down, The Ladder is a multipurpose tool: 

* Obviously, you can climb it to reach places you otherwise couldn't. 

* You can use the Ladder to match the altitude of flying/floating enemies, so you can 
battle them more easily, firing from your current position on the Ladder. Climb to the 
desired height, then hold the direction you want to fire in (left or right) and hold the 
Attack button. 

* The initial appearance of a ladder causes damage to anything destructible in the 
space it appears in, whether it's destructible blocks or enemies, which means you can 
actually use the Ladder itself as an unconventional weapon to do battle with flying 
bosses, (Enemies who pass through an already-generated ladder do not take damage.) 
> You can only use the Ladder while standing on the ground (you can't use it in midair). 
> You can only use the Ladder on solid ground (meaning using the Ladder is difficult in 
the Yellow Section where those strange, squishy-looking purple floors and walls аге). 
> You can reclaim a ladder from any altitude as long as you're touching it. 

> If battle tactics demand it, you can get off of your ladder while still leaving it up if 
you think you'll need it in the same exact position again in a bit; just jump off of it, It 
won't disappear, remaining in place as long as you need it to until you retrieve it. 


Û Grenade 
(Costs 1 Mana Point) 


Yeah, I know the icon looks like а bomb, but the game calls it a Grenade. Anyhow, once you 
acquire this mandatory item, Chelsea will be able to blow up bronze gates; select the Grenades, 
stand next to a bronze gate (you can't do it from a distance) and hit Up and Attack at the same 
time. She'll blow it up. Goodbye дате. You could battle enemies with Grenades, but Explosion is 
better for battling, for the reasons stated in Explosion's description. 








Safety Boots 
An optional item, but if you find these, Chelsea will be very happy! 
Torch Step 
Works exactly like Bunny's version: with this selected, you'll now bounce off of torches. 
Clog Stomp Lv. 2 
You'll now cause more damage when you Clog Stomp. 
Spike Buster 
This is the reason a lot of players nickname the 
Safety Boots the "Bitch Boots" - Chlesea gains 
complete immunity to spikes, destroying them as she 
comes in contact with them, whether on the ceiling or 
the floor, Just remember that this bonus is any 
active with the Safety Boots selected! 
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Eye of Truth 

Another optional item, and a royal pain to find. However, if you're 
lucky enough to stumble upon it, Chelsea will be able to spot 
secrets, such as secret destructible blocks and walls and invisible 
blacks, which will be called to your attention by placing an 
exclamation mark icon over them. Select it to hold that passive 
bonus as you explore, 





Space Pinwheel 
(Costs 1 Mana Point) 

፲ know, the icon looks suspiciously similar То the one for the Screw Attack in Metroid, Anyway, this item is 
optional, but if you locate it, life in the game's final area (Purple Section) will be made much easier: it enables 
Chelsea to perform an additional midair spin-jump at one Mana a pop. 


Body of Willpower 
Yet another optional item you don't have to һауе to beat the game that will help you out if you find it. 
Mental Block 
Chelsea will take less damage from things while the Воду of Willpower is the selected 1001. 
Sprint 
Though Chelsea already moves at a decent clip, with the Body of 
Willpower selected, you can now perform a short sprint-dash by 
holding Down and hitting the Jump button. (Again, another ability 
that's only active with the item selected; remember that.) 





Wrath of боа 

(Costs 3 Mana Points) 

Your prize for clearing the infamous and difficult Teal Section (Imperial Prison) is Chelsea's ultimate magic 
spell, which you will need in order to get to the final boss room in the Purple Section and clear the game. This is 
ап all-enveloping blast which destroys all destructible objects іп the entire room, no matter how big the room is, 
regardless of whether you can currently see said objects on the screen or not. The only thing it cannot destroy 
outright is bosses; everything else is completely annihilated by the gigantic blast, 


Vermillion Rod 

(Costs 1 Mana Point) 

Don't ask те why the translators chose to call something that clearly looks like а mask a "rod." (It's the only 
actual translation error in the entire game as far as I can tell; Bunny's conversations with the bosses are meant to 
be hilariously illogical, 95 opposed to Chelsea's more logical and meaningful exchanges.) The final optional item, 
this thing allows Chelsea to use two of Bunny's time-altering abilities; select it, then hit Up + Attack to Pause time, 
which costs you the aforementioned 1 mana point and displays a thin, yellow gauge at the bottom of the screen 
indicating the time power you have remaining. While Paused, time only moves when Chelsea does, and you can use 
Reverse by halding the Attack button, This is an excellent tool for boss fights when you need time to think, 














Walkthrough: Chelsea and the 7 Devils 

What, going through the game as Bunny wasn't enough? You'd like some more punishment? Well, when you get 
to a boss, that's more than likely what you'll get for a while, though hopefully this walkthrough (and the Ladder, once 
you get it, which will be soon) will help alleviate some of the pain, 


Chelsea's walkthrough will be nothing like Bunny*s; she finds things in a different order, and thus visits each 
Section in a different order, and she also has different ways to get by many of the game's puzzles. Thus, this will not 
be "just another run as a different character," it will be unique in its own right, and hopefully, we'll find a few more 
chances for some side humor in Chelsea's walkthrough, as it's a second run through the game. Let's start! 


Objective 1: Defeat El Bobomdor and Acquire the Ladder 
Devil's Junkyard (White Section) | 


፲ sure hape you want the Ladder, anyway; Chelsea's next to nothing without it, Anyway, you'll notice that 
Chelsea can move both left and right from the start; no ridiculous Gears required, You'll also notice that despite the 
fact that she can't Dash, her "walking" speed is pretty swift; she moves at a decent clip. See your single shot? That's 
what you're gonna have for a bit; deal with it. Head left to where the Gears were for Bunny; Chelsea instead receives 
her first Empty Vessel (3/10). Chelsea is too light to activate the bronze gate switch here, so you can't go this way 
(we'll be coming back with Grenades later). Instead, head right, through the brown block wall, save at the mana 
obelisk, and proceed to the next room. 


Kill some pumpquiches, and grab the Soul Jewel (1/10) where the Hourglass used to be for Bunny. Continue to 
the right, where you'll find the spike pit, but no platform. This is not a problem for Chelsea: do an Elf Jump and just 
Float over it (stick your tongue out at it if you like). Head into the next room. 


Head down by jumping and shooting straight down at the blocks; you want to go the whole way down, then to 
the left into the little save room. I think you know who's in there. 





























White Section Boss 1: El Bobomboi 
If you don't know how 
to take care of this fight 
дисікіу, it can take a long while 
to wear her down with regular 
shots (and you have to jump most 
of the time, which makes you 
vulnerable). However, if you 
can manage to catch her with an 
Explosion when she comes down 
to shoot her big fireballs (right 
screenie), it will only take one 
or two of those (depending upon how much you already wore her down); Explosion actually eats HALF of Bobomboi's 
life gauge if you can connect - which can make this otherwise long and difficult fight very quick and easy. 









Wow. You've been playing what, 5, 10 minutes? And now you've already got the Ladder, Practice putting it 
up and reclaiming it a few times (it pays to remember that you can't put one up somewhere else until you take down the 
one you already have onscreen), You'll note the bronze gate shut behind you; put up the ladder such that you can get 
onto the right platform, and exit that way. Go back through the boss room, back to the small save room, and save. 
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Objective 2: Acquive the Abyssal (Blue) Gem 


White Section 

Оһ, we're still going to the same place next, to do the same thing, but the result will be different. From here, 
we want to go to the Flame Tank's room; head to the right out of the small save room and head up the vertical room, 
using the ladder when you need extra height (note that the ladder's appearance can also destroy enemies and 
destructible blocks). Chelsea needs no additional equipment for that gap that proved difficult for Bunny at the top ዐየ 
the room; just Float over it, or use the ladder from the platform underneath. 


Here's the room where Bunny stopped time to go through the electric beam traps. Chelsea will have none ዐየ 
this: stand underneath the first non-working sensor, and whip out the ladder; you'll bypass the whole deal. When you 
get to the other side, shoot straight down on the other non-working sensor to get back down. 


In the next vertical room, there's a false wall on the second ledge up on the left side that you can walk 
through; however, the visible Empty Vessel is not real; apparently, Chelsea's game's difficulty is compounded by 
occasional false extension items. Go the the far left side of the false item's alcove and blast straight down to reveal 
and acquire the real Empty Vessel (4/10). Head up and save, because you know what's next. 




















Overall, the fact that the 
ladder is next to useless in this 
low-ceiling room means the 
tactics actually haven't changed 
much from Bunny's; at a distance 
with no traps оп, shoot at it (left 
screenie), and if you activate a 
trap between it and yourself, an 
Explosion will go through it 
(right screenie). Victory earns 
you the double shot. 





Go back and save if you like, then go into the reward room to claim the Abyssal (Blue) Gem. That's right; 
Bunny got the Red Gem in here, Chelsea gets the Blue Gem. This means that from this point forward, Chelsea's game 
takes a completely different overall direction than Bunny's, Head out of the boss room and save. 


Objective 3: Acquire the Grenades 
White Section 


Chelsea's quest to acquire her Grenades will be as intepid as Bunny's quest to get the Yellow Gem. That is, 
we're going to the same place (and you da want to start blowing up bronze gates, yes?). Head down the vertical room, 
back to the right through the electric beam room (using the same ladder shenanigans you did the first time), and head 
partway down the next vertical room, down to the blue totem door. Remember what was discussed in the Basic 
Information section? Shoot at the blue totem door several times; it will blow up. Enter, 











Fools’ Abbey (Blue Section) 
Chelsea won't have near as hard a time with any of the Blue Section's puzzles; this first room in the Blue 
Section is an excellent example. Remember how Bunny had to hit the switch and make a mad dash? Guess what 


Chelsea does? Think about it..chuckle to yourself; you're probably right. Stick the ladder just to the left of the gate 
to bypass the puzzle entirely, Enter the next room. 

















Тһе time barrier room causes Chelsea about an equal amount of stress (read: "none"). Before going anywhere, 
though, make sure you put up a ladder from the room's starting ledge to acquire an Empty Vessel (5/10). Carefully 
Float over the spike рїї, then put up a ladder on the far right; reclaim that one, jump to the next small ledge on the 
right, and stick another ladder there; you'll bust through the brown block and gain entry to the next room. 


It's the big gate puzzle room..and you can't get through any of them. That's okay though; you're not 
supposed to yet, and smart players will see the solution: head to the right, and on the highest ledge you can get to, 
look for a small section of destructible ceiling to put the ladder through. Chelsea doesn't have to worry about the 
time rabbit, either. Proceed to the next room. 


More ominous "this is way too easy" events; you'll notice that in this room, Selena is absent, and Flash is even 
missing from the boss chamber. Apparently, they're out right now. Head to the next room. 


In the vertical room, save at the mana obelisk, and proceed downward and left to get to the Yellow Section. 
And you barely even really aia anything in the Blue Section! 


Dark King's Lair (Yellow Section) 

Once again, Chelsea must go through all the same rooms Bunny does, but once again, Chelsea simply finds it 
easier to do; just keep in mind that you can't use the Ladder on the squishy purple stuff; only on the solid blocks. 
Destroy the beam turret in the first room and turn on the button there. Head left. 


In the vertical room, hit the secret button and save at the mana obelisk. Go into the large room to the left, 
make your way down and around, put up a ladder on the small vertical block, and hit that button too. Head back to the 
vertical room. 


Head down and right; hit the button in that dark room. The lights will turn on. Head back again. 
In the vertical room, the light-sensitive gate opens. Save again first if you like, then go through that gate, 
blast the hidden platform that once took Bunny down to the sleeper's TV room, and head into the bottom tier of the 


room you were just in, 


Chelsea deals with the male bunny stampede a bit differently; there's a small solid block you can plant a 
ladder on; do so, climb it, and wait for the entire stampede to pass. 


The next room is just enemies; no puzzles. Carefully make your way down and around, blowing up the blue 
door as you proceed. 


Carefully Float from platform to platform in the long spike pit room, saving at the mana obelisk halfway 
across; head to the next room. 


In the vertical room, there's another mana obelisk; save, Head carefully down, and head into the room on the 
right. You've probably had а bad feeling for a while now, having had basically a free ride through the entirety of the 
Blue and Yellow Sections, correct? Do you recall Bunny's walkthrough for the Yellow Section? She had no boss 
because Chelsea took care of it. 


You're playing as Chelsea now. 


You're about to take care of it. 
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Yellow Section Boss: The Eyes of the Thirteen Sages 
Ya ever get that feeling 

something's watching you? Now 

you can beat it up. Early on in 

this fight, you can put up a 

ladder in the middle of the room 

апа fire away, but later, there'll 


just be too many eyes firing at 

you simultaneously to be able to 
stay on it, and you'll be forced 
down for other tactics, Use 


repeated Explosions on any 
eyes that happen to be nearby, ог stick the Ladder on a far side (you'll see fireballs from offscreen eyes coming a 
mile away). Your reward for beating this boss is a slight spread bonus for your double shot. 





With that deceptively easy boss fight out of the way, head to the next roam and save at the mana obelisk. Drop 
down to the bottom of the room and head to the right to pick up а Soul Jewel (2/10) 


After that, head back into the vertical room, and destroy all the torches in the bottom half of the room so that 
the dark-sensitive bronze gate opens. Say hello to your new best friend: the Grenades, When you exit the room, you'll 
notice the gate shut behind you; switch to the Grenades and blow it up for doing that. Head back up and save at the 
mana obelisk, 


Objective 3: Acquire the Safety Boots 


Now that you've got the Grenades, bronze gates will no longer impede your progress, and your possibilities 
have opened up. This is where Chelsea's walkthrough starts becoming more interesting (and I get to start saying "blow 
it up" a lot). 


From the save point to the right of the Yellow Section boss room, there are two possible ways to get back to 
the small save room in the White Section so you can head to the Green Section, and I leave the choice up to you, though 
each route has а Soul Jewel at or near the end as а reward, so if you like, take a moment to do bath: 


Secret Passage Route 

Head back through the boss room into the vertical room with the mana obelisk and save, Head left and take the 
not-so-"secret" passage. Head past the quad beam turret, blast the destructible wall, and head up То the next room, 
then left from there. You'll be in the entry area for Purple Section; blow up the bronze gate with the Grenades, then 
make your жау down and back up to the left, put your ladder through the destructible ceiling/floor, claim your Soul 
Jewel (3/10), and take the top path to get to the bottom of the White Section vertical room; head to the small save 
room to the left next to the boss room. 


Blue Section Route 

Head the entire way back up and out of Yellow Section (I won't bore you with all the details; you know how 
you got in and there're no extra tricks for getting back out). On your way out of the Blue Section, you'll note two 
things: one, that Flash and Selena are still absent, and two, in the time barrier room, you can now blow up the bronze 
gate in the upper-left corner, Do that and head in to get your Soul Jewel (4/10), Head back, then down, and left, 
exiting the Blue Section, Blast the blue totem door and make your way down and left to the small save room next to the 
White Section boss room. 








White Section 


With Grenades and extra Soul Jewel(s) іп tow, head out of the save room, up a bit, and left, into the spike pit 
room. Float back across the spikes, kill any pumpquiches who get in your way, and head back to the starting room. 


Chelsea now sees a bronze gate, and once again, blows it up. Head through to the next room. 





Same deal here. Jump the spikes, blow up the gate. Proceed. 








White Section 
Save again at the nearby mana obelisk; after doing so, head to the left and blast both this gate and the one in 
the next room to get back to the Green Section again. 














Red Section Miniboss- Giant Eye Endymion 


Whether you're using the Ladder or not, battling this guy with 
your normal shots takes forever and causes you more damage than it's 
worth; instead, in a somewhat rare event for Chelsea, you should get right 
up in his face, jumping from the platform to show him some pretty 
Explosions up close (screenshot). Not only will you take minimal damage 
compared to ranged tactics, but the fight will also be over incredibly fast, 
so you'll have more Life left over to make it to the next mana obelisk in 
case you decide you don't feel like going back to the last one to save 
again. Head left and jump the fire pits to get to the next room. 


The next small room used to be a save room for Bunny; not for Chelsea. Jump ир to the next room. 


After blowing up the bronze gate to your left, this vertical room has a couple things that try to psyche you out; 
the first of these is the fact that until you get to the mana obelisk (which you should save at), you can safely ignore 
the entire right side. Secondly, if you look before going up by jumping to check what's coming up, you'll notice a hole 
ዘ a spiked ceiling; however, placing the ladder will just bare/y not give you enough jump height; you have to go around, 
psyche out or destroy the sword bunny, and head into the alcove to pick up the Incandescent (Red) Gem. Drop back 
down to the mana obelisk and save. 


There's one more real psyche-out on your way up this vertical room; if you try blasting the low wall Bunny did, 
it won't work; if you have the Eye (which you should), equip it to spot which section of the ceiling із destructible on 
your right, You can also do in the block and beam turret directly above in the same manner. Head up, and to the next 
room on the right. 


Jump the lava pit, beware the beam tank, kill the pumpquiches, and head out of the Red Section, 


White Section 
Head straight across, through the room where Bunny executed her first Reverse, through the starting room, 
and through the room where you picked up your first Mana extension. 


In the vertical room, head up partway, blast the blue totem door and enter, We're on our way to the Teal 
Section; might as well see if Flash Drac and Selena are back yet. 
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Blue Section Miniboss: Reaper Girl Selena Milfall 
Maybe it's just because Chelsea is awesome, but it would seem 

from the ease of this battle that Selena is a bit lax on security detail 
today. I can't recommend trying any Explosions (if you go really far out 
of your way to do one, and miss, you will likely take а ከዙ and end up in the 
spike pit). Instead, just crouch on the platform for a bit of extra distance 
(using a ladder from the ledge the mana obelisk will appear on is a bit too 
close; you can stick one on the platform if you want, but since she can 
angle her beams а bit, you may still get nailed), and rapid-fire her to death. 
Her defeat results in the same thing for Chelsea as it did for Bunny; the 
mana obelisk and the bridge to the throne room appear. Save if you like 
(you should), then proceed to face off with Flash. 


Blue Section Boss: Baron Vladmu (aka “Flash Dracula”) 
If your tactics are bad, 
Flash can cost you more Dolls than 
any other boss you've fought so 
far, Thankfully, though it's a tad 
harder for Chelsea to look away 
(she has to face him to shoot at 
him), the ladder once again can 
save you; it puts you above his 
beams and fireballs (if he shoots 
vertical flame pillars, just jump 
off of the ladder momentarily; ME 
you don't want to risk Stomping the fire, and being unable to face away while in midair if he performs the Flash 
Blast). Luckily, your ladder also provides defense from the Flash Blast; obviously, if you're looking in his direction 
while on the ladder when he does it, you die, but if you're facing either away (right screenie) or looking at the ladder 
itself, you will not be killed by his perverted pyrotechnics, I suppose you could do an Explosion or two, but that 
would put Chelsea at risk in several ways; these tactics are safest, Your reward for defeating the perverted vampire 
is a non-spread 3-way shot. 








Go to the next room - the vertical room - and save. If you go down and right, Chelsea сап use the Safety 
Boots' Torch Step function to easily acquire the Empty Vessel (9/10) that she couldn't get on her first trip through 
here, Head back to the vertical room, save at the mana obelisk again, and use your Ladder and Grenades to climb to 
the top of the room, blasting any annoying bronze gates that get in your way as you go, and exit left. 














Imperial Prison Tower (Teal Section) 

It's not exactly fair; though the bosses will give her a bit more trouble than Bunny, Chelsea finds getting 
around in the Teal Section to Бе Far easier. (Chelsea really dees get all the breaks when it comes to exploration.) 
Destroy the red totem door at the entrance and waltz in 


In the first vertical room, carefully dismiss the sword bunnies on your way up, using your ladder to climb, 
(Incidentally, the reason the time rabbit is present is that there is a hidden time barrier in this room, on the right side 
of the shaft you just climbed; hitting him switches its status, so you can go through and pick up а Doll), Save at the 
mana obelisk, and have Chelsea go say hello to the first miniboss, 

















Teal Section Miniboss 1: Pope Cuckoobeaten 


This fight is pretty easy. 
Place a ladder as shown (or 
mirror that on the right if you 
want), and only climb and attack 
when there are 2 or 4 
pumpquiches in a group. If he | 
generates 6, Chelsea can stand in 
a safe spot (left screenie) 
without taking any damage at all. 











бо back and save before proceeding, just in case 


Remember how this second vertical room was a royal pain for Виппу to climb? Well, thanks to this little 


innovation Chelsea has called a "ladder," Chelsea has absolutely no problem with either climbing the room or collecting 
the obvious final Soul Jewel (10/10) on the way ир to the mana obelisk. Save, and head left. 








Teal Section Miniboss 2: King Pumpquiche 

Chelsea has a much harder time dealing with the pumpkin heads 
raining down on her (though at least she doesn't have to worry about using 
a time ability and accidentally getting stuck inside a wall like Bunny does). 
Due to the fact that the pumpkin heads rain down everywhere, and the fact 
that the King likes to move left and right constantly in random directions, 


it's nearly impossible for Chelsea to enact her normal tactics of placing а 
ladder, climbing, and shooting. Actually, about the only good way to safely =] 
and quickly end this battle is the cheapest (but most effective) way 

possible: battle him with the ladder itself. Get directly underneath him and 
generate the ladder to knock off about one unit of his health, then take it 
down to do it again, repeatedly. 











Go back and save again, 


For once, Chelsea actually has a Aarder time climbing a room than Bunny does, She can't pause time, so you 
have to deal with the beam turrets, and that sword bunny is sure to cost you most of your Life before you really even 
get started, The Ladder won't even help you here; you can't use it on the platforms, and there isn't enough ledge 
space on the sides to put it anywhere where it'd be of any use whatsoever, Instead, Chelsea must carefully make her 
way up normally. Pick off the cannons on your way up; I say "pick off," because these small platforms are the type 
Chelsea can destroy, and you don't want to accidentally blow up these platforms - they don't regenerate unless you 
exit and re-enter the room, Watch the beam turrets as you climb, and only jump when there's a good opening. Make 
your way to the top, and save at the mana obelisk, 
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It's nearly the same deal 
here as it was with the King; the 
first phase should be taken care 
of by battling with the Ladder. 


However, when he flips out, 
you'll still have to jump and Clog 
Stomp his head for the rest of 
the battle; switch to the Safety 
Boots once you're ир there to 
help expedite the process. 











There із no need to go back to save; the next room із another practice in ease of exploration brought to you Бу 
that magical item starting with the letter "L." Ignore the platforms and spikes completely; from your starting platform, 
put the ladder through the destructible platform above, climb and reclaim it, and save, You have a couple choices for 
how to deal with the upper half of the room; you can Beamwalk, or you can make crafty use of the Ladder. Either 
way, it's not all that hard 








Teal Section Boss: Pumpkin Girl Halloween Alice 


This із going to be a longer Fight than any of the three royal 
pumpkins (she is а boss, after all). You might think that it would be easier 
for Chelsea to battle Alice in the open section in the middle from a ladder, 
but that is not the case, as she will get hit by most of the attacks that come 
her way (and going in for Explosions will put Chelsea at risk of being 
struck by а large fireball), Instead, put up a ladder between one of the 
far walls and the nearest platform, as shown, and shoot toward the other 
end of the room, What this affords you is the ability to use the platforms 
as а means of horizontal defense; all of Alice's attacks go straight (none of 
them curve or home), and the pumpquiche's attacks only go straight 
forward, so you're eliminating ways for the numerous enemies in this room 
Та damage you. As long as you're horizontally aligned with one of the 
nearby platforms, Alice's large fireballs can't harm you, because they 
can't go through platforms (so if you think she's about to fire some off, 
which she generally approaches to do, climb ог descend as appropriate to 
align yourself with a platform). The only real worry you have with this 
tactic is the vertical fireball wave, but you can jump straight up to Stomp 
on them without issues (lower screenie), Using these tactics, the fight will 
still take a while, but will be nowhere near as frustrating, Beating Alice 
earns you the last regular shot upgrade; you'll now have а five-shot spread 
standing or jumping, and a three-shot forward focus when crouching. 








Go back and save if you want. In the reward room is the Wrath of God. You have two choices as to how to 
leave; you сап go back the way you came, or break the spikes in the reward room to get to some Chelsea-exclusive 
secret rooms with dolls (that leads back to the gate puzzle room). I'm assuming backtracking; either way, exit. 











Blue Section 

Head back down the vertical room, left through Flash's throne room and Selena's courtyard, back down 
through the large gate puzzle room (where you'll eventually be dumped if you chose the secret route), back through 
the time barrier room and the mud zombie room. 




















White Section 
Head a little ways down the vertical room and hang a left into the room where you got your first Жала 
extension; go through there into the starting room, and save at the mana obelisk. 


Objective #6: Beat the Game (lol Mot Completely, But U Do Get teh Green Gem Tho) 

You might ask "What? Already? I know my Life and Жапа are good, but there are items missing from my 
inventory Баг!" You'd be right, but all of that stuff is actually optional (none of it is required, but it's all helpful 
nonetheless), Now you probably say, "but I only have 2 Gems." This is true, but Chelsea must now go through the 
secret passage from the Red Section to the Purple Section (she doesn't have a say in the matter), and thus, if you dir 
want to beat the game right now, she only requires the two colors you have on you (Blue and Red). 


However, if you'd like that last Life extension and the last three inventory items, it is for the sake of such 
thoughts that I have split the "Beat the Game" objective into two parts with a Side Venture segment in between; here's 
why: 
~ Beat the Game Part 1: Get the Green бет, This enables you to do the Side Venture segment if you wish. 

* Side Venture Time: Now that you have the Green Gem, you can get the last Life Extension and the Yellow Gem, and 
with the Yellow Gem you can acquire the last 3 missing items on your inventory bar, 
* Beat the Game Part 2: The actual beating of the game, from the end of the Green Gem segment. 

It's your choice whether or not you want to do the side venture stuff, though I highly recommend it (though 

Chelsea finds going back up the secret passage to be far harder than falling down it). Either way, let's proceed, 


White Section 
Travel left from the starting room save point, through the room where Bunny reversed time. 








|Septentiion (Purple Section) 
Well, Chelsea's done everything all caddywhompus, hasn't she. Make your way down the ventilation shaft, 
making sure you don't fall on any of the numerous robotic flamethrowers (or the spike pit at the bottom). The exit's 
on the right. 


From here, there are some lava pits and weights to dodge; nothing you haven't seen before. Head next door, 
which actually puts you in the final drop room; head right, through the bubble door. 


Blast the blue totem door and save, then make your way across, avoiding the weights, lava and pumpquiches. 
In the elevator shaft, blast the bronze gate; the room within looks complicated, but again Chelsea finds a 


simple solution: put on the Safety Boots, drop in the spikes, and put the ladder through the platform to get the Good 
Harvest (Green) Gem, Go back and save. 
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Side Venture Time 

You can go fight the final battle right now if you want. I'm not kidding. But as any intelligent player knows, 
the more equipment you have, the better your chances of survival, Thus, it would behoove you to make your (difficult) 
way back out of Septentrion back to the Red Section using the secret passage to do the following things: 


* The moment you get back out, you'll be able to blast the green totem door in that vertical room in the Red Section. 
Chelsea must blow up the hidden gate, then deal with the time barriers by blasting time rabbits; making it the entire 
way То the far left side of the room gains you the last Empty Vessel (10/10), 

* In the large gate puzzle room in the Blue Section, you can now zap the green totem door to get to the room behind it, 
If you have the Eye of Truth, you can use it to spot the hidden blocks and easily make your way to the Unicorn's 
(Yellow) Gem. 

* Once you have that, you can head over to Yellow Section, shoot down the yellow totem door, make your way to the 
right side of the dolphin room, and use Wrath of God to blow up the gate there to get the Space Pinwheel, 

> Using that, it becomes a bit easier to go up Green Section's skylight (though it's also possible to do using a ladder 
and the Safety Boots' Torch Step) to try your luck at the puzzle up there to get the Body of Willpower, 

* With the Body of Willpower, you can backtrack to ће Blue Section; in Selena's courtyard, get on the upper-left 
ledge (where the torch is that contained the boomerangs for Bunny) and place a ladder; jump to your right before 
climbing off the screen, and you'll land on a ledge іп a secret room, Place another ladder on the far right side of that 
ledge, then switch to the Body of Willpower; climb the ladder, Elf Титр from the top, and perform a Sprint in midair. 
Tf you do it correctly, you'll end up on the ledge with the Vermillion Rod, possibly plowing into the item. 


With all these things accomplished, you can use the Eye to search for Dolls all you like, but in the end, you 
have to return to the final mana obelisk in Septentrion. (If you feel like using the formal entrance, Chelsea basically 
just blasts totem doors and bronze gates and has an easier time with the jumping stuff.) 


Before taking on the series of final boss fights, I recommend that you search around for Dolls using the Eye 
of Truth; even if you have a decent amount of skill, I still recommend at east 8 Dolls (10 or more if you're not as 
skilled), as Chelsea can't switch out weaponry, uses her Dolls automatically, doesn't start phases over when she uses 
one like Bunny does, and one of the final boss phases cheats during battle (seriausiy, І mean it, though it is part of the 
story; you'll find out when you get there), so several Dolls are required for that phase alone. Geez, I feel like I'm 
talking about Scape Dolls in "Phantasy Star Online"..well, they da serve the same purpose. Anyway, if you want to save 
yourself а /#*of frustration, bring as many Dolls with you as you can get. 


Objective #7: Beat the Game (Ya Rly 4 Srs Dis Tiem) 









quipmen 


I'm hoping you're ready for this, have found plenty of Dolls with the Eye beforehand (at least 8 or 9, 
hopefully), and have а Ja*of practice using the Ladder and doing the Clog Stomp; this is going to be a long, long, LONG 
series of boss battles with no breaks in between. To save time and frustration, if you don't really care about spoilers 
(which, if you're reading a guide, you probably couldn't care much less), I recommend reading ahead for the whole kit- 
and-kaboodle rather than getting stuck, pausing and frantically reading trying to figure out what you're doing wrong. 
፲ actually fought the entire series several times, and have herein attempted to provide as many different strategies as 
possible. 


As Chelsea says every time you load а game, "get ready." 
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Final Boss 1: Septentrion Pleiades (Phase 4: Blue Dragon Serpent 







This is the other phase of the fight (other than the Phoenix) that 
сап cost you one or two Dolls even if you have some idea what you're 
doing. Not the entire body is vulnerable during this fight: only the 
Dragon Disc and the head are vulnerable (so you'll hear a lot of armor 
deflection sound effects during this phase). This thing can fly around 
the screen any way it wants, typically pausing briefly to fire at you, then 
curling once or twice before leaving the screen again. It also likes to 
peek its head out from the floor on occasion to fire a burst or two. The 
pattern seems to happen at random, so it's hard to tell what it might do 
next, and since both it and its projectiles can occupy any and all space 
onscreen at any time, shooting from the ladder isn't much of an option 
(though there's a possibility you may get in an Explosion when it sticks its 
head up from out of the ground). The best and fastest way to take out 
the Blue Dragon is to battle it with the ladder. Get under it as it flies 
around, and when you're right underneath either the head or the Dragon 
Disc, put the ladder through it (second screenie). I did not say this 
would be entirely safe; the thing might decide to turn in your direction 
suddenly at any time, though that's a risk during this battle no matter 
what your tactics are. Hopefully, you'll make it through this battle 
without losing more than one additional Doll. 


This last phase of the battle against Pleiades shouldn't be too 
bad. Plant a ladder up against or a step away from whichever far side 
you feel comfortable with as the dragon transforms, climb to its maximum 
height, and start firing: only the head is vulnerable now, and it's all the 
way up at the top. It won't approach you too closely (unless you take 
several minutes fighting it, which you are unlikely to do); generally, it just 
keeps backing away before it can get too close, You won't have to worry 
тоо terribly much about any of the bullets it fires unless it manages to 
knock you off the ladder; getting back оп can be a pain with those homing 
blue fireballs (the ones the zombie skeletons in the Yellow Section used), 
but for the most part, if you remain level with the head and keep firing, 
you'll destroy most of the bullets that are likely to cause you trouble. 
That only leaves the vertical fireball wave, which you should deal with in 
the same manner you dealt with it in every other case: jump straight up 
and Clog Stomp the fireballs, 


Tf you get through this phase of the fight with at least 6 Dolls, 
you stand a major chance against the next boss; any less, and it starts 
getting a bit iffy. Also, you'll be fully healed at the conclusion of this 
battle so you can better-handle what you're about to come up against, 
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Final Boss 3: Lord Dechronos (Phase 1: Normal) 


Turns out it was Dechronos possessing Bunny's body, but with you 
having managed to defeat Bunny and all, his spirit is forced to abandon 
her body and move back ta his own. This fight does take a little bit, but is 
actually pathetically, laughably easy. As long as you keep firing 
constantly, you'll take a bit of damage, sure, but there is zero real chance 
of you getting killed (welcome relief for those who are low on Dolls), 
Once you wear down Dechronos's life bar, however... 





Now he grows a little 
too big. Even the confident 
Chelsea can't handle this; 
massive amounts of fireballs and 
the shockwaves caused by his 
jumping cause major damage, 
and when she runs out of Life, 
Chelsea reluctantly gives up 
(right screenie). It looks a lot = 
like it's all over... Kena 





BET, 











E 


kam II LEL ЕЕ 
Final Boss 3: Lord Dechronos (Phase 2: Giant [as Golden Dynamite Body Bunny]) 


still wearing the Golden 
Dynamite Suitll Control switches 
to her. In this suit, you're 
completely immune to all damage; 
Bunny will auto-parry everything 
that runs into her, Use your 
giant SelfShooters to beat up 
and defeat Dechronos, resealing 
him. 


„when Bunny waltzes іп, / 





In the end, though Bunny's cat ear "curse" problem was по? resolved 
by defeating the 7 Devils, Chelsea promises that, though with no guarantees, 
she'll do her best to see what she can do for her, inviting her back to her 
village for some tea, which Bunny gratefully - if still in а somewhat crappy 
mood over there being no guarantees - accepts. 


Bunny Муз? Die & Chelsea and the 7 Devils 
~The End- 

















Item Checklist (Chelsea) 


Empty Vessels 
#1: You start with this one as part of your two initial units of Life. 
#2: You start with this one as part of your two initial units of Life. 


#3 
#4 


White Section] Just to the left of the starting point (where the Gears were for Bunny). 
White Section] In the second vertical room before the Flame Tank boss; there is a false wall on the left which 


leads to a secret room. The visible one is fake; the real one is in the floor on the far left. 


#5: 
#6 


Blue Section] In the time barrier room; just use the ladder, 
Green Section] In the second vertical room with the moving platforms; there's a false floor on the left side that 


leads to a secret room. Blast the blocks as you snake your way around to get it. 


#7 


Green Section] In the tunnel room right before the Red Section; the crank box of the upper-right bronze gate 


contains it, 


#8 


Red Section] In the large room to the right of Kitty's room, Destroy the beam turret, then put a ladder up through 


the space where it used to Бе. 


#9 


Blue Section) In the vertical room to the right of Flash's room, there із a small room to the right with three 


torches; requires the Safety Boots' Torch Step ability. 


#10 


Soul 
#1 
#2 


get the Grenades. 


#3 
#4 
#5 
#6: 


[Red Section] Through the green totem door to the left of the mana obelisk in the right vertical room. 


ене 
White Section] Under a ledge in the room to the right of the starting point. 
Yellow Section] At the far bottom-right of the Yellow Section, іп a room by itself opposite the room where you 


White Section] Behind the red totem door in the first vertical room. 

Blue Section] Behind the bronze gate in the upper-left corner of the time barrier room. 

Green Section] То the left of the first mana obelisk through the brown block wall, 

Green Section] In the skylight room where the armored soldiers and tanks are. Requires the Safety Boots' Spike 


Buster ability so you can walk through the spikes to get it. 


#7 


Green Section] In the vertical fall room that takes you back to the White Section; there is a wall section that is 


actually a hidden bronze gate, and it's not where you think it із; use the Eye of Truth, 


#8 
#9 
direc 
#10 


Red Section] In the secret passage that leads to the Purple Section, behind a bronze gate. 

Red Section] To the left of the central vertical room, The visible one is fake, the real one is hidden in the ceiling 
tly above where the cannon was, on the edge of that ledge. 

[Teal Section] You get this one on your way up; it all but gets in your way. 























..Actually..there із something else, This game keeps track of any Achievements you earn in the Game 
Results section. Some of these are оп the easy end, and some are ludicrously hard (which I do believe is the 
reason why they call them "acheivements"). If you love the game as much as ፲ do and want to have a reason to 
keep playing it eighty million times through, here, for your perusal, is the list of achievements. 


Achievements 

#00: Beat "Bunny Must Die." 

#01: Beat "Bunny Must Die" within 2 hours. 

#02: Beat "Bunny Must Die" within 1 hour, 

#03: Beat "Bunny Must Die" with a perfect 100% item collection rate. 
#04: Beat "Bunny Must Die" with a perfect 100% within 2 hours, 

#05: Beat "Bunny Must Die" with less than a 15% item collection rate. 
#06: Beat "Chelsea and the 7 Devils." 

#07: Beat "Chelsea and the 7 Devils" within 2 hours. 

#08: Beat "Chelsea and the 7 Devils" within 1 hour. 

#09: Beat "Chelsea and the 7 Devils" with a perfect 100% item collection rate, 
#10: Beat "Chelsea and the 7 Devils" with a perfect 100% within 2 hours. 
#11: Beat "Chelsea and the 7 Devils" with less than a 15% item collection rate. 
#12: [BMD] Get abducted by the UFO. 

#13: Die 1,000 times. 

#14: Collect 1,000,000 time gems.~ 

#15: [ВМО] Use Parry 1,000 times. 

#16: [BMD] Beat Super El Bobomboi* 

#17: [BMD] Beat Руса Aaaa with the Faust Samurai Optical Katana, 
#18: [BMD] Beat Endymion with the SelfShooter Daggers. 

#19: [---] Beat Мико Du Maron within 30 seconds. 

#20: [BMD] Beat Selena Milfall with the Faust Samurai Optical Katana, 
#21: [---] Beat Baron Viadmu within 12 seconds. 

#22: [C7D] Beat The Eyes of the 13 Sages without taking any damage. 
#23: [BMD] Beat Pope Cuckoobeater without using Pause. 

#24: [---] Beat King Pumpquiche without taking any damage. 

#25: [BMD] Beat Choker Toker with the Spike Hammer. 

#26: [---] Beat Halloween Alice without taking any damage, 

#27: [СТО] Beat Septentrion Pleiades without using any dolls. 

#28: [BMD] Beat Chelsea without using any dolls. 

#29: [BMD] Beat Bunny without using any dolls. 

#30: [C7D] Survive Enormous Dechronos for 20 seconds. 

#31: Get all 30 of the other main achievements. 














Important notes for those with high skill level who dare to challenge themselves to getting all of the Achievements 
are on the next page. 


If you're having trouble, Selestiae's Achievement Guide, which is a YouTube playlist of how to get all of the 
non-"beat-the-game"-related Achievements, can be found at this website: 
http://www.youtube.com/user/selestiae#p/c/6DE5E1B909971B95/2/KrZcZYbIBVk 

Please remember: my guide gives you the easiest, safest strategies, but they aren't the any strategies by far; the 
things you will read about on the next page, and many of the things you'll see in the videos there, are advanced 
techniques that are dangerous (and in some runs, necessary) to attempt, and should only be done by those who are 
very adept at playing this game. 
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Achievement Notes & Advanced Techniques 


Speed Run Notes: You know how it says at a save point "20 seconds used?" This means nothing in normal 
play because it's of по consequence, but it's very important for those doing a speed run; saving, which has the two 
benefits of saving your game in case you screw up, and fully healing you, adds 20 seconds to your gametime. If 
you're shooting for under 1 hour or 100% in under 2 hours, passing up unnecessary saving when you're already at full 
Life can help a bit. Also, it helps to note that dying and reloading restores whatever time you had when you last 
saved, and using Recall restores the room's entry time. Also, pausing the game stops the clock to allow time to think. 


Legit Minimalist Run Notes: Completing the game with less that 15% is excruciatingly hard, but as can be 
seen in many YouTube videos, it IS possible. It is possible because every single enemy is placed where they are to 
assist minimalist players in getting to places without using the usual equipment, instead using advanced Parrying and 
Stiletto Stomping techniques to bounce off of enemies or the projectiles they fire; some tanks even fire a particular 
kind of projectile for the same reason. Knowing all the little secrets helps a lot (such as the secret shortcut in the 
first room of the Blue Section), and you can't pick up алу Empty Vessels, as those add to your percentage as well, so 
you only get the 2 units of Life you start the game with (but you can save, and should do so as often as possible). It 
also helps to note the exact items that are required to get you to the final boss room at absolute bare minimum. 
Bunny: 2 Hourglasses and all four Gems; 12%. 

* It's your choice what to get for the 2% allowance, though I highly suggest the Gears or Dr. N's Bizarre 
Shoes (in a Gear-less game, you'll note that doing a Wall Kick turns Bunny around). 

Chelsea: The Ladder, the Grenades, 2 Gems (Blue 4 Red), 2 Soul Jewels*, and the Wrath of God; 14%. 

7 Wrath of God will cost you 3 MP if you have 3 to spend, but it will evidently accept 2 MP. 


Collect Without Saving Minimalist Run Notes: I hope you're exceptional at Parrying; this method uses the 
fact that the game reads your last saved file to determine your total percent (meaning it doesn't recognize any new 
items you got since the last time you bothered to save: if you never save a? aii, it'll be 0% no matter how much stuff 
you geti). This run hinges on ways to heal, and there are only three: 1) Save (which you can't do in this run), 2) Pick 
up an Empty Vessel (so save hese for when you're desperate), апа 3) as Bunny, Recovery (which obviously is not 
available until you have 6 Hourlgasses). And since you're not saving, dying without a doll із a Game Over, so 
obviously, collecting as many of those as possible is a huge help as well for when you do screw up. 


Advanced Techniques and other Musts for Achievements: If you're shooting for a minimalist 
Achievement, it's mandatory to learn the Backdash Jump and get ungodly good at Parrying, as well as letting enemies 
who fire important projectiles live so that you can bounce off the projectiles with a Stiletto Stomp. If you're doing a 
speed run, plan your route and which items you want to acquire well ahead of time - if the Achievement you're 
shooting for is just speed (not 100% also), you can get whatever you want, as long as you know how to get it and get 
to the next objective quickly. 


Sequence Breaking: If you can manage to skip a boss and defeat someone else before you're supposed to, 
when you da до fight the boss you skipped, they'll be offended that you did so, and will get angry, becoming super- 
powerful. A sequence break is necessary for Achievement #16; kill Flame Tank Pyoa Аааа first (by backdash 
jumping or laser stomping over the gap you're supposed to long jump over), then go back to kill El Bobomboi (though 
you shouldn't do it empty-handed; with the Red Gem in hand, it is possible - and recommended - to go into the fight 
with several additional Life units, Hourglasses, and equips by first completing at least the Red and Green Sections - 
all without Itaden's Sandals' ability to Dash, though it's easier than it sounds). 








Cylinders: You've probably noticed the cylinders with the numbers on them. These are counters for: 
* Cylinder in Red/Purple Secret Passage: Parry counter. Used for the parry achievement. 
* Cylinder in Yellow/White Secret Passage: Death counter, Used for the death achievement. 
> Cylinder in Final Room: Time counter; 1 point = 100 gems/10 crystals/5 minutes. Used for the time gems 
achievement, 
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Author's Page 


Stuff Figure You Might Wanna Know. 
Making a guide is hard work. оо 


What exactly inspired me to do something crazy like create an online guide in the form of what looks exceptionally similar to scans 
from an actual guide? Well there are а couple things; first, I have a lot of free time оп my hands. Secondly, I have coffee (I love coffee). 
And third, I love this game. А lot. 


No, І don't point out the locations of every single Doll in the main walkthrough; I wanted to keep it relatively streamlined. However, 
their locations are marked on the maps that come with this guide so you at least know which rooms they're in. 


Acknowledgements 

When you write a guide for а cult classic like this, everything you bother to point out must be right on the money; if you half-ass 
something - or worse, are flat-out wrong - an incredibly seasoned player will not hesitate to bury you under "you're wrong, I know precisely 
why, and I can and will list all 18 reasons so you will never, everbe this wrong again." Thus, I was careful in its creation; I know there'll be a 
lot of "well, I woulda done it fis way" from experts, but I think in most cases it's finished by "but your strategy is pretty workable too." 


Another acknowledgement for my simfile fans (£ know they're out there, though I'll be damned if Т have any idea where); I don't 
accomplish anything without two things: one, my thinking "gee, this should be done (better)," and two, support from those who play my simfiles 
who keep telling me 1'm evidently doing it properly (some days I wonder). Tf you guys wanted to know why T released next to по simfiles in 
December, this guide was the reason. Sorry it wasn't asimfile, but I have to do something really big once in awhile too. 


Thanks 


As is pretty typical for when I do a project, Т seriously had next to no familial support whatsoever. I only live with my sister, and 
all I got from her when I told her "I'm writing a complete walkthrough guide" was "that's nice, good luck." So, no thanks there. 


፲ am also really not going to thank the fever and sore throat ፲ had in the middle of writing this guide. And in the freaking Teal 
Section of Bunny's game of all possible places. (г got out of bed after clearing about half the Teal Section, and was about ready to get 
started when I realized I didn't exactly feel good; this project came to a complete halt for а day and a half. Even at the end of the 
finalization process about a week after having started, I still had abit of a cough even though the fever and soreness were gone.) 


However, I want to thank Dunkin’ Donuts for making really awesome french vanilla flavored coffee. І also want to thank Burger 
King for awesome BK Joe coffee. I want to hug whomever figured out that coffee beans could be ground up and dripped upon to create о. 
customizable beverage that can sustain energy when one should be in bed but doesn't want to be. It's true, coffee is very much my bff and I 
will love it forever and ever. 


Citations & References 
I'm getting better at this game, but I'm far from exceptionally adept (my best speed run as Bunny is currently 72 minutes); as 


anyone wha cannot yet do the nigh-impossible must do for a guide of this magnitude, I did research on the things I could not personally 
accomplish or figure out оп ту own. This is my reference list: 


* For dolls I couldn't find: The Quadrapod's Walkthrough of Bunny Must Die: Chelsea and the 7 Devils оп GameFags 
(Author's Note: I did see his guide before writing mine, so though his guide was not open during my writing, it ¿sstill a guide for 
the same game, so a few of our terms, jokes, and strategies are sure to match up. Т mean him по harm or offense by this, and as amatter of 
fact, Т want him to know T thought his guide was pretty good, considering that it had no pretty pictures. Hey, it helped me, didn't it?) 
http://www. gamefaqs.com/pc/944518-bunny-must-die-chelsea-and-the-7devils/fags/S1486 
= For information on Achievements and other advanced techniques I'm still working on: GameFags Bunny Must Die Achievement Thread 
http://www.gamefags.com/boards/944518-bunny-tust-die-chelsea-and-the-7devils/50122128 


The Last Word 


If you are a fellow guide writer or simfile author, may the Love Power continue to help inspire you to help others, as it does myself. 





About the Author 
As of the time of this writing (December 2010), David Bernardini, aka "Ace Of Hearts," is presently 27 years old and lives in an 
apartment with his sister in Mew Cumberland, Pennsylvania, Both of these things will soon be changing. 
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LUU% отрепоп мар: 

- Points out all Empty Vessel (8) & Hourglass (10) locations 

- Points out locations of all four colored Gems (4). 

- Points cut all Equipment (5) locations 

- Points out all Doll locations (23; little white squares) 

- 50 items to acquire for 100%, each item counts as 2% regardless of its importance. 
Boss locations pointed out [Boss]. 
Miniboss locations pointed out [X]. 


temember that Bunny's map has secret rooms Chelsea cannot get into, 
ind that Chelsea's map has secret rooms Bunny cannot get into. 


Jap created by Ace Of Hearts. 









Fool's Forest 
(Green Section) 


E, [ 


Devil's Junkyard 
(White Section) 


Forbidden Cattomic Plant 
(Red Section) 






Imperial Prison Tower 
(Teal Section) 


Fools' Abbey 
(Blue Section) 


Dark King's Lair 
(Yellow Section) 
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шу» отрепоп мар: 

- Points out all Empty Vessel (8) & Soul Jewel (10) locations 

- Points out locations of all four colored Gems (4). 

- Points out all eguipment (8) locations. 

- Points out all Doll locations (20; little white squares). 

- 50 items to асамге for 100; each item counts as 2% regardless of its importance. 
Boss locations pointed out [Boss] 
Miniboss locations pointed out [Х]. 


temember that Chelsea's map has secret rooms Bunny cannot get into, 
ind that Bunny's map has secret rooms Chelsea cannot get into. 
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